








JASON VOORHEES 


Medium undead, chaotic evil 
£ 

Armor Class 14 (natural armor) 
Hit Points 77(9d8 + 36) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 10 (+0) 19 (+4) 11 (+0) 12 (+1) 13 (+1) 


Saving Throws Con +8 

Skills Athletics +13, Intimidation +9, Stealth +8 

Damage Immunities necrotic, poison 

Damage Resistances bludgeoning, piercing, and slashing 
from nonmagical weapons 

Senses passive Perception 11 

Languages None 

Challenge 9 (5000 XP) 


Undead Constitution. jason uses his Constitution 
modifier when determining his armor class. 


Improvisation Master. jason is considered proficient 
with all manufactured weapons and adds his 
proficiency bonus to all improvised weapon attacks. 


Lightning Absorption. Whenever Jason is subjected to 
lightning damage, he takes no damage and instead 
regains a number of hit points equal to the lightning 
damage dealt. 


Regeneration. jason regains 10 hit points at the start of 
his turn. If Jason takes fire damage, this trait doesn't 
function at the start of Jason's next turn. Jason dies 
only if he starts its turn with O hit points and doesn't 
regenerate. 





Resurrection. \f Jason is reduced to O or less hit points 
and his body remains intact, after 24 hours, he regains 
1 hit point and becomes active once again. 


Actions 


Multiattack. Jason makes one attack with his machete 
and one slam attack. 





Machete. Melee Weapon Attack: +9 to hit, reach 5ft., 
one target. Hit 5 (1d6 + 5) slashing damage. 


Slam. Melee Weapon Attack: +5 to hit, reach 5ft., one 
target. Hit 5 (1d6 + 5) bludgeoning damage. 


Improvised Kill (Recharge 4-6). Melee Weapon Attack: 
one humanoid grappled by Jason. Hit: Jason attempts 
to deliver a killing blow on a creature he is grappling 
using an unattended object within 5 feet of him. The 
target takes 55 (10d10) piercing darnage on a 
successful attack using this ability. 


Frightening Gaze (Recharge 6). jason fixes his gaze on 
one creature he can see within 30 feet of him. The 
taget must succeed on a DC 16 Wisdom saving throw 
or become frightened for 1 minute. The frightened 
target can repeat the saving throw at the end of each of 
its turns, ending the effect on itself on a success. Ifa 
target's saving throw is successful or the effect ends 
for it, the target is immune to Jason's gaze for the next 
24 hours. 


Shadow Walk. jason magically teleports while standing 
within a dimly lit area, along with any equipment he is 
wearing or carrying, up to 30 feet to another dimlly lit 
area he can see. 





